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"-^ — (57) Abstract: The present invention provides a gaming device (lOa, 10b) thai has an award modiCcaiion function for player se- 
J2 lec table awards that may be implemented with a primary or bonus game. More specifically, the present invention provides a processor 
controlled gaming device tliat randomly generates a plurality of positions or digits of an award and enables tlie player to pick which 
position or digit receives a first randomly generated number, wliich digit receives a second randonil)' generated number, etc., until 
each of tlie positions has a number, whereby tlie ganung device determines tlie player*s ultimate award. The present iirvention further 
^ provides a plurality of modification metliods for modifying the digits of the award. 
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SPECIFICATION 
TITLE OF THE INVENTION 
GAMING DEVICE HAVING AWARD MODIFICATION OPTIONS FOR 
PLAYER SELECTABLE AWARD DIGITS 

5 

DESCRIPTION 

The present invention relates in general to a gaming device, and more 
particularly to a gaming device having award modification options for player 
selectable awards. 

10 

BACKGROUND OF THE INVENTION 
Gaming devices currently exist with bonus rounds in which a player has one 
or more opportunities to choose masked bonus values from a pattern of masked values 
displayed to the player. When the player chooses a masked value from the pattern, 

15 the game removes the mask and either provides the player with a bonus value or 
terminates the bonus round with a bonus terminator. The outcome depends upon 
whether the player selects a value or a terminator. 

In the above game, the controller of the gaming device randomly places a 
predetermined number of masked values and terminators in the pattern at the 

20 beginning of the bonus round and maintains the positioning until the bonus round 
terminates. When the player selects a masked value, the player receives the value, 
and the game typically displays a message that the player may continue and enables 
the player to select another masked award. The player then selects another masked 
value, and the process continues until the player selects a masked terminator. U.S. 

25 Patent No. 6,190,255 Bl, which issued on Feb. 20, 2001, and which is assigned on its 
face to WMS Gaming Inc., discloses a bonus game of this type. 

Gaming machines also currently exist with bonus rounds in which the game 
selects or determines the player's award. PCT application PCT/AU97/00121 entitled, 
Slot Machine Game with Roaming Wild Card, having a publication date of September 

30 4, 1997, discloses an example. In this game, a slot machine having a video display 
contains a plurality of rotatable reels with game symbols. When the player receives a 
triggering symbol or combination, the game produces a bonus symbol. The bonus 
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symbol moves from game symbol to game symbol temporarily changing the game 
symbol to a bonus symbol. If the change results in a wiiming combination, the player 
receives an award. 

In the first known game, the "go-until" or "do-until" bonus can end quite 
5 quickly if the player selects a bonus terminator early in the bonus round. The player 
selects masked symbols until selecting the bonus terminator, which is immediately 
displayed. The player's involvement in the bonus round is thus limited, The player 
has no opportunity to undo or redo an undesired pick. The player has no opportunity 
to optimize or maximize the bonus round award. In the second known game, the 
10 game completely determines the bonus round award, and the player has no effect on 
the outcome. 

Gaming devices provide enjoyment and excitement to the player, in part, 
because they may ultimately lead to a monetary award for the player. Gaming devices 
also provide enjoyment and excitement to the player because they are fun to play. 

15 Bonus games, in particular, provide gaming device manufacturers vnth the 
opportunity to add enjoyment and excitement to that which is already expected from a 
base game of the gaming device. Bonus games provide extra awards to the player and 
enable the player to play a game that is different than the base game. 

A continuing need exists for gaming devices that provide awards in an 

20 exciting and enjoyable manner. In this respect, it is desirable to enable the player to 
have an impact on, or a hand in, determining the player's award. It is also desirable to 
enable a player to optimize an award. It is further desirable to increase the level of 
player interaction. Each of these features is desirable in a base or primary game and 
in a bonus or secondary game. 

25 

SUMMARY OF THE INVENTION 
The present invention provides a gaming device that has award modification 
options for player selectable awards that may be implemented with a primary or 
bonus game. More specifically, the present invention provides a processor controlled 
30 gaming device that randomly generates a plurality of positions or digits of an award 
and enables the player to pick which position or digit receives a first randomly 
generated number, which digit receives a second randomly generated number, etc.. 
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until each of the positions have a number, whereby the gaming device determines the 
player's ultimate award based on the order of the number in the positions. This 
sequence or feature may be employed in a bonus game, in a known base or primary 
game or in any stand alone game. 
5 In one embodiment, the gaming device randomly generates a number and does 

not disclose or reveal the number to the player. The game prompts the player to pick 
one of the award positions or digits. When the player selects one of the award 
positions or digits, the game reveals the number in the selected position or digit. The 
player hopes that higher numbers will be generated in positions or digits having a 

1 0 relatively high order of magnitude, e.g., the hundred's digit for a three digit award. 

In another embodiment, the gaming device randomly generates and displays a 
plurality of player selectable masked numbers or selections and enables the player to 
place the selections or masked numbers in an order (i.e., in the positions or digits of 
an award). During or after the player directs the placement of the selections or 

15 masked numbers, the game reveals the numbers and the player's award. 

The gaming device may be adapted to provide an equal amount of selections 
and digits, more selections than digits or less selections than digits. The present 
invention provides several different visual techniques, for enabling the player to place 
masked numbers into the award positions or digits. In certain embodiments, the 

20 gaming device enables the player to change the order of masked numbers before 
revealing the player's award. When the player is certain of the desired masked 
number arrangement, the game reveals the numbers. 

In a preferred embodiment, the player's award is the displayed value, which is 
the combination of the revealed numbers in the selected digits. In other embodiments, 

25 the game can multiply one or more of the digits, add one or more of the digits and/or 
use the face value of other digits to form some or all of the player's award. 

In one bonus game embodiment, the game initially randomly generates and 
displays a number of inputs and prompts the player to select one of the inputs. When 
the player selects an input, the game generates and displays a number of masked 

30 numbers. In one embodiment, the game also displays how many numbers are to be 
displayed, e.g., the number "three," before displaying three masked numbers. 

When this sequence is combined with the base game of slot, the initial random 
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generation of the number of masked numbers may be replaced by the intermittent 
random generation of the masked numbers or selections on the reels of the slot 
machine. The slot game provides a secondary or jackpot award having a number of 
positions or digits (preferably three). As one or more players play the base slot game, 
5 they generate a required set of masked numbers and fill in the positions or digits of 
the jackpot award in a desired order. The game eventually reveals the masked 
nimibers and awards the jackpot award to the player who completes the required set. 
It should be appreciated that the jackpot award may be progressive, e.g., 
incrementally built using a percentage of the player's wager. 

10 The present invention further provides for modification of the player's award. 

The modification may be randomly triggered, provided as an option to the player or 
automatically executed based on the expected value of the cxxrrent award. When 
randomly triggered, the gaming device in one embodiment provides a modifier upon a 
player's selection of a masked number or upon the player's selection of an award 

15 position or digit. That is, when the player selects an award position or digit or selects 
one of the selections or masked numbers, the gaming device, instead of providing or 
revealing a number, provides or reveals a modifier. Alternatively, the game may be 
adapted to randomly generate an award modifier based on some other triggering 
mechanism, such as the generation of a particular number or set of numbers. 

20 When provided as an option, the player decides whether to keep the currently 

generated award or risk the award and let the award modification take place. In one 
embodiment, the gaming device automatically provides the award modification option 
to the player. In another alternative embodiment, the gaming device randomly 
determines whether or not to provide an award modification option based on the 

25 player's selection or upon another triggering event. 

Several different modification sequences or methods are provided by the 
present invention. In one preferred embodiment, the gaming device randomly 
generates one of the modification methods when the player decides to modify rather 
than keep a generated award. The modification methods include, among others: 

30 scrambling or rearranging the digits of an original award, completely regenerating the 
award, adding a digit to the award, subtracting a digit fi-om the award and multiplying 
the award. 
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In the scramble or rearrangement modification method, the processor 
rearranges the digits of a currently generated award. In the option embodiment, once 
the player chooses to modify the current award, and the game randomly generates the 
rearrangement option, the player is provided the rearranged award regardless of 

5 whether the award is higher or lower. In another embodiment, the game determines 
the expected value for the originally generated set of digits and automatically 
rearranges the player's award if the expected value exceeds the current award. 

In the award regeneration modification method, the gaming device enables the 
player to replay the game and generate a new award. In the option embodiment, once 

10 the player chooses to modify the current award, and the game randomly generates the 
regeneration option, the player is provided the regenerated award regardless of 
whether the award is higher or lower. 

The add a digit modification method in one embodiment adds a one's digit of 
five to the end of the player's current award and slides each existing digit up an order 

15 of magnitude, thus, the award 416 becomes 4165. The subtract a digit modification 
method in one embodiment removes the lowest number or value fi-om the player's 
current award. For example, the award 416 becomes 46. The multiply modification 
method in one embodiment randomly selects a muhiplier and muhiplies the player's 
current award, e.g., a multiplier of three times 416. 

20 It is therefore an advantage of the present invention to provide a gaming 

device that enables a player to have a direct impact on detennining an award. 

Another advantage of the present invention is to provide a gaming device that 
selectively enables the player to keep or modify an award. 

A fiirther advantage of the present invention is to randomly employ one of a 

25 number of award modification methods to provide a varied and exciting gaming 
device. 

Yet another advantage of the present invention is to provide a gaming device 
that increases the level of player interaction. 

Other objects, features and advantages of the invention will be apparent firom 
30 the following detailed disclosure, taken in conjunction with the accompanying sheets 
of drawings, wherein like numerals refer to like parts, elements, components, steps 
and processes. 
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BRIEF DESCRIPTION OF THE DRAWINGS 
Figs. lA and IB are perspective views of alternative embodiments of the 
gaming device of the present invention. 

Fig. 2 is a schematic block diagram of the electronic configuration of one 
5 embodiment of the gaming device of the present mvention. 

Figs. 3A and 3B are front elevation views of one of the display devices that 
illustrate the player's placement of masked numbers into award positions. 

FigS; 3C and 3D are front elevation views of one of the display devices that 
illustrate one preferred embodiment wherein the gaming device assigns a hidden 
1 0 number to the player's pick and the player selects which digit receives the number. 

Fig. 4 is a front elevation view of one of the display devices that illustrates the 
revealing of the player' s award. 

Fig. 5 is a schematic view of various database embodiments that may be 
employed to reveal the player's award. 
15 Fig. 6 is a front elevation view of one of the display devices that figuratively 

illustrates an initial random generation of a number of masked numbers that may form 
the player's award. 

Fig. 7 is a front elevation view of one of the display devices illustrating an 
embodiment wherein the player selectable award of the present invention is 
20 incorporated into the base or primary game of slot. 

Fig. 8 is a front elevation view of one of the display devices illustrating an 
award modification option screen of the present invention, wherein the player decides 
whether to keep or modify a generated award. 

Fig. 9 is a front elevation view of one of the display devices illustrating the 
25 award scramble or rearrangement modification method of the present invention. 

Fig. 10 is a front elevation view of one of the display devices illustrating the 
award regeneration modification method of the present invention. 

Fig- 1 1 is a front elevation view of one of the display devices illustrating the 
add digit modification method of the present invention. 
30 Fig. 12 is a front elevation view of one of the display devices illustrating the 

subtract digit modification method of the present invention. 



6 



wo 03/015881 



PCT/US02/25038 



Fig. 13 is a front elevation view of one of the display devices illustrating the 
multiply modification method of the present invention. 

DETAILED DESCRIPTION OF THE INVENTION 
5 Gaming Device and Electronics 

Referring now to the drawings, and in particular to Figs. lA and IB, gaming 
device 10a and gaming device 10b illustrate two possible cabinet styles and display 
arrangements and are collectively referred to herein as gaming device 10. The present 
invention includes the game (described below) being a stand alone game or a bonus or 
10 secondary game that coordinates with a base game. When the game of the present 
invention is a bonus game, gaming device 10 in one base game is a slot machine 
having the controls, displays and features of a conventional slot machine, wherein the 
player operates the gaming device while standing or sitting. Gaming device 10 also 
includes being a pub-style or table-top game (not shown), which a player operates 
15 while sitting. 

The base games of the gaming device 10 include slot, poker, blackjack or 
keno, among others. The gaming device 10 also embodies any bonus triggering 
events, bonus games as well as any progressive game coordinating with these base 
games. The symbols and indicia used for any of the base, bonus and progressive 

20 games include mechanical, electrical, electronic or video symbols and indicia. 

In a stand alone or a bonus embodunent, the gaming device 10 includes 
monetary input devices. Figs. lA and IB illustrate a coin slot 12 for coins or tokens 
and/or a payment acceptor 14 for cash money. The payment acceptor 14 also includes 
other devices for accepting payment, such as readers or validators for credit cards, 

25 debit cards or smart cards, tickets, notes, etc. When a player inserts money in gaming 
device 10, a number of credits corresponding to the amount deposited is shown in a 
credit display 16. After depositing the appropriate amount of money, a player can 
begin the game by pulling arm 18 or pushing play button 20. Play button 20 can be 
any play activator used by the player which starts any game or sequence of events in 

30 the gaming device. 

As shown in Figs. 1 A and IB, gaming device 10 also includes a bet display 22 
and a bet one button 24. The player places a bet by pushing the bet one button 24. 

7 
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The player can increase the bet by one credit each time the player pushes the bet one 
button 24. When the player pushes the bet one button 24, the number of credits 
shown in the credit display 16 decreases by one, and the number of credits shown in 
the bet display 22 increases by one. At any time during the game, a player may "cash 

5 out" by pushing a cash out button 26 to receive coins or tokens in the coin payout tray 
28 or other forms of payment, such as an amount printed on a ticket or credited to a 
credit card, debit card or smart card. Well known ticket printing and card reading 
machines (not illustrated) are commercially available. 

Gaming device 10 also includes one or more display devices. The 

10 embodiment shown in Fig. 1 A includes a central display device 30, and the alternative 
embodiment shown in Fig. IB includes a central display device 30 as well as an upper 
display device 32. The display devices display any visual representation or 
exhibition, including but not limited to movement of physical objects such as 
mechanical reels and wheels, dynamic lighting and video images. The display device 

15 includes any viewing surface such as glass, a video monitor or screen, a liquid crystal 
display or any other static or dynamic display mechanism. In a video poker, 
blackjack or other card gaming machine embodiment, the display device includes 
displaying one or more cards. In a keno embodiment, the display device includes 
displaying numbers. 

20 The slot machine base game of gaming device 10 preferably displays a 

plurality of reels 34, preferably three to five reels 34, in mechanical or video form on 
one or more of the display devices. Each reel 34 displays a plurality of indicia such as 
bells, hearts, fruits, numbers, letters, bars or other images which preferably 
correspond to a theme associated with the gaming device 10. If the reels 34 are in 

25 video form, the display device displaying the video reels 34 is preferably a video 
monitor. Each base game, especially in the slot machine base game of the gaming 
device 10, includes speakers 36 for making sounds or playing music. 

Referring now to Fig. 2, a general electronic configuration of the gaming 
device 10 for the stand alone and bonus embodiments described above preferably 

30 includes: a processor 38; a memory device 40 for storing program code or other data; 
a central display device 30; an upper display device 32; a sound card 42; a plurality of 
speakers 36; and one or more input devices 44. The processor 38 is preferably a 
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microprocessor or microcontroller-based platform which is capable of displaying 
images, symbols and other indicia such as images of people, characters, places, things 
and faces of cards. The memory device 40 includes random access memory (RAM) 
46 for storing event data or other data generated or used during a particular game. 

5 The memory device 40 also includes read only memory (ROM) 48 for storing 
program code, which controls the gaming device 10 so that it plays a particular game 
in accordance with applicable game rules and pay tables. 

As illustrated in Fig. 2, the player preferably uses the input devices 44 to input 
signals into gaming device 10. In the slot machine base game, the input devices 44 

10 include the pull arm 18, play button 20, the bet one button 24 and the cash out button 
26. A touch screen 50 and touch screen controller 52 are connected to a video 
controller 54 and processor 38. The terms "computer" or "controller" are used herein 
to refer collectively to the processor 38, the memory device 40, the sound card 42, the 
touch screen controller and the video controller 54. 

15 In certain instances, it is preferable to use a touch screen 50 and an associated 

touch screen controller 52 instead of a conventional video monitor display device. 
The touch screen enables a player to input decisions into the gaming device 10 by 
sending a discrete signal based on the area of the touch screen 50 that the player 
touches or presses. As further illustrated in Fig. 2, the processor 38 connects to the 

20 coin slot 12 or payment acceptor 14, whereby the processor 38 requires a player to 
deposit a certain amount of money in to start the game. 

It should be appreciated that although a processor 38 and memory device 40 
are preferable implementations of the present invention, the present invention also 
includes being implemented via one or more application-specific integrated circuits 

25 (ASIC's), one or more hard-wired devices, or one or more mechanical devices 
(collectively referred to herein as a "processor"). Furthermore, although the processor 
38 and memory device 40 preferably reside in each gaming device 10 unit, the present 
invention includes providing some or all of their functions at a central location such as 
a network server for communication to a playing station such as over a local area 

30 network (LAN), wide area network (WAN), Internet connection, microwave link, and 
the like. 



9 
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With reference to the slot machine base game of Figs. lA and IB, to operate 
the gaming device 10, the player inserts the appropriate amount of tokens or money in 
the coin slot 12 or the payment acceptor 14 and then pulls the arm 18 or pushes the 
play button 20. The reels 34 then begin to spin. Eventually, the reels 34 come to a 
5 stop. As long as the player has credits remaining, the player can spin the reels 34 
again. Depending upon where the reels 34 stop, the player may or may not win 
additional credits. 

In addition to winning base game credits, the gaming device 10, including any 
of the base games disclosed above, also includes bonus games that give players the 
10 opportunity to win credits. The gaming device 10 preferably employs a video-based 
display device 30 or 32 for the bonus games. The bonus games include a program 
that automatically begins when the player achieves a qualifying condition in the base 
game. 

In the slot machine embodiment, die qualifying condition includes a particular 
15 symbol or symbol combination generat^ on a display device. As illustrated in the 
five reel slot game shown in Figs. lA and IB, the qualifying condition includes the 
number seven appearing on, e.g., three adjacent reels 34 along a payline 56. It should 
be appreciated that the present invention includes one or more paylines, such as 
payline 56, wherein the paylines can be horizontal, diagonal or any combination 
20 thereof. An alternative scatter pay qualifying condition includes the number seven 
appearing on, e.g., three adjacent reels 34 but not necessarily along a payline 56, 
appearing on any different set of reels 34 three times or appearing anywhere on the 
display device the necessary number of times. 

25 Masked Numbers 

Referring now to Figs. 3A and 3B, the game displays three selectable 
selections or masked numbers 116. namely, the *'X," "Y" and *'Z" selections or 
masked numbers 116. The selections or masked numbers 116 illustrated generally on 
the screen 100, as well as other inputs and indicators, preferably contain indicia that 

30 relate to a theme of the gaming device. The selections or masked numbers 1 16 hide 
numbers or digits that are revealed and become part of the player's award. That is, 
the player's award is based on the order of numbers or digits associated with the 
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selections or revealed when the masked numbers are unmasked. For purposes of this 
application, "selections" and "masked numbers" are used interchangeably. 

In an embodiment, at the same time that the "X," "Y" and "Z" selections 116 
are displayed, the game also displays a number of positions 118, 120 and 122, which 

5 correspond to digits of the player's award. The positions 118, 120 and 122 do not 
initially contain or display numbers. In one preferred embodiment, the game displays 
the same number of positions or digits, such as positions or digits 118, 120 and 122, 
as there are masked numbers 116. That is, the game displays the same number of 
masked numbers 116 as the positions or digits. In this embodiment, the number of 

10 selections 116 sets the order of magnitude of the player's award. For reasons which 
become apparent below, the game of the present invention preferably displays an 
award having at least two positions or digits. 

In another embodiment, the game displays more masked numbers 116 than 
positions or digits. That is, the player will not be able to select or use each displayed 

15 selection 116. This alternative embodiment may be implemented in a number of 
ways. In one implementation, the game generates a number of positions or digits, 
such as the positions 118, 120 and 122, which is equal to or less than the number of 
masked numbers 116. That is, if the game displays four selections 116, the game 
generates and displays two, three or four positions (preferably at least two). In this 

20 implementation, the game may be adapted to weight the selection, e.g., provide a 60% 
chance of selecting three numbers, provide a 20% chance of selecting two numbers 
and provide a 20% chance of selecting four numbers. 

In another implementation, the game always displays the same number of 
positions or digits, e.g., the three positions 118, 120 and 122. The game then 

25 generates at least that number of masked numbers 116. This implementation sets the 
number of digits or the order of magnitude of the player's award, even though the first 
and second digits may turn out to be zero. 

In a further implementation, the game displays less selections 116 than 
positions or digits. In this embodiment, the game may randomly generate the number 

30 of positions or digits or maintain a preset number as described above. This 
implementation may require the player to use or select a masked number 116 more 
than once. For instance, the game displays the "X" and "Y" numbers 116 and the 
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positions 118, 120 and 122, wherein the player must use either the "X" or the "Y" 
twice. This implementation may also be adapted so that the game supplies one of the 
numbers. For instance, the game displays the "X" and "Y" numbers 116 and the 
positions 118, 120 and 122, wherein the one's digit 122 automatically has a value of 
5 zero. In this implementation, the player only determines the hundred's and the ten's 
digits. 

In Fig. 3 A, one of the display devices 30 or 32 displays a screen 130 that 
illustrates the player's choices of masked numbers 116 and award positions 118, 120 
and 122. In one embodiment, upon generating the masked numbers 116 and the 

10 positions or digits 1 18, 120 and 122, the game preferably provides a visual, audio or 
audiovisual message 132 mforming the player to select one of the selections 116 for 
the hundred's digit or position 118 as illustrated in Fig. 3B. In this example, the 
player 114 selects that the masked number 116 having the "Y" symbol or masking 
indicia be placed in the hundred's award position 118. The game then provides a 

15 visual, audio or audiovisual message 134 informing the player to select one of the 
selections 116 for the ten's digit or position 120. As illustrated in Fig. 3B, the player 
1 14 selects that the masked number 116 having the "Z" symbol or masking indicia be 
placed in the ten's position 120. 

The game thereafter provides a visual, audio or audiovisual message 136 

20 informing the player to select one of the numbers 1 16 for the one's digit or position 
122. As illustrated in Fig. 3B, the player 1 14 selects that the selection 116 having the 
*'X" symbol masking indicia be placed in the one's position 122. The player selected 
masked award is thus "Y,'* "Z," "X" as illustrated in Fig. 3B by the positions 118, 120 
and 122, respectively. 

25 In one preferred embodiment, the game does not enable the player to reselect a 

previously selected masked number 1 16. For instance, when the player 1 14 picks the 
"Y" number 1 16 for the hundred's position 1 18, the game removes, grays out, darkens 
or otherwise indicates that the "Y" number 116 is no longer selectable. In this 
embodiment, the game may be adapted to fill in the last digit, e.g., the position 122, 

30 after the player makes the second to last pick, since there is only one other choice. In 
another embodiment, the player is able to pick the same masked number 116 a 
predefined number of times or any amount of times, so that the selected masked 
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award can thus be "Z," "Z," "Z," if desired. 

Upon providing the message 132, 134 or 136, the game highlights, flashes or 
otherwise indicates the hundred's 118, ten's 120 and one's 122 positions, 
respectively, and/or grays out or otherwise indicates that the other positions are not to 
5 be currently filled. The present invention includes a selection ordering device that 
enables the player to order the selections. The selection orderer may be adapted a 
plurality of ways. In one embodiment, the selection orderer is adapted so that the 
selections 116 are selectable areas of a touch screen 50 that are each individually 
adapted to send a discrete input to the processor 38. When the game highlights the 

10 hundred's position 118 and the player selects the "Y" number 116, the game places 
the "Y" in the hundred's digit. The game alternatively uses separate 
electromechanical devices (not illustrated) representing each of the nxunbers 116 in a 
like manner as the touch screen 50 areas. 

In another embodiment, the selection orderer is adapted so that the touch 

15 screen 50 enables the player to press and drag or place a number 1 16 on a position or 
digit. The selection orderer in one implementation visually displays the number 116 
moving to the desired digit, so that the player can discern when it is in position. In 
another implementation, the selection orderer maintains an area in the memory device 
40 that acts similar to the Microsoft™ clipboard, whereby the game remembers the 

20 last number 116 that the player selected. For instance, if the player selects the "X" 
number 1 1 6, the game stores the "X" on the clipboard. When the player touches the 
one's digit 122, the game remembers that the "X" is on the clipboard and places the 
"X" in the one's position 122. If the player selects two numbers 116 sequentially, the 
game may be adapted to either write over or maintain the original selection. 

25 The select and drag or select and place embodiments of the selection orderer 

are not time dependent and may be advantageous in that they let the player fill in the 
award digits as desired by the player. These selection orderers may further be adapted 
to allow players to change their minds and move the selections 116 after they have 
been placed in a position or digit. If the player moves a number 116 to an empty 

30 position or digit, the game needs to take no further action and awaits the player's next 
selection. If the player moves a selection 116 to an occupied position or digit, 
however, the game preferably writes over the previous selection, redisplays the 

13 
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removed selection 116 on the display device 30 or 32, ungrays it or otherwise 
indicates that it is once again selectable. The game may be adapted to allow the 
player to change masked numbers a limited or unlimited number of times. This 
embodiment preferably includes a "keep it" or select button (not illustrated), which 

5 enables the player to send a signal to the processor to indicate that the current 
positioning or ordering is satisfactory and to reveal the award as selected. 

Referring now to Figs. 3C and 3D, one preferred embodiment of the present 
invention is illustrated. The screen 80 of Fig. 3C displays the award positions or 
digits 118, 120 and 122, but does not display the masked numbers or selections 116. 

10 The digits may have any desired identifying indicia, such as the "hundreds digit," 
"tens digit" and "ones digit" as illustrated. In this embodiment, one or more audio, 
visual or audio visual messages, such as the message 82, instruct the player, e.g., to 
"pick the first digit of your award." 

Gaming device 10 in one preferred embodiment randomly determines a 

15 number for each of the player's picks. Gaming device 10, for example, may assign: 
(i) the number nine to the player's first pick of a digit; (ii) the number three to the 
player's second pick of a digit; and (iii) the number five to the player*s third pick of a 
digit. It should be appreciated that in this example, the player is best served to pick 
the hundred's digit 118 first, the one's digit 122 second and the ten's digit 120 third. 

20 Gaming device 10 may be adapted to randomly assign numbers to each of the 

player's picks before the player actually makes a selection, or the game can make the 
random assignments as the player makes the selections. Preferably, however, even a 
contemporaneous assignment gives effect to the player's decision. Giving effect to 
the player's selection order is further discussed below in connection with Fig. 4 and 

25 the database 142 of Fig. 5. 

In an alternative embodiment, the gaming device may assign the numbers 
based on the position that the player selects. In such a case, gaming device 10 assigns 
a number to the hundred's digit 118, the ten's digit 120 and the one's digit 122 before 
the player makes any selections. Here, the order that the player selects the digits does 

30 not affect the overall award, which is less desirable. Not giving effect to the player's 
selection order is further discussed below in connection with Fig. 4 and the databases 
144 through 148 of Fig. 5, 
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In the screen 90 of Fig. 3D, after receiving the message 82, "pick the first digit 
of your award" (Fig, 3C), the player 114 selects the ten's digit 120, and gaming 
device 10 reveals the nine. The gaming device 10 then displays a second audio, 
visual or audiovisual message 84, such as, "Good going, you added ninety credits to 

5 your award, now pick some more high numbers for the hundred's and the one's digit." 
The player then selects either the hundred's digit 118 or the one's digit 122, the 
gaming device 10 reveals a number and this process repeats until each of the digits 
displays a number, wherein the player's overall award is complete. This preferred 
embodiment may be adapted to have any number of award positions or digits. 

10 Referring now to Fig. 4, one of the display devices 30 or 32 illustrates the 

revealing of the player's award. A screen 140 displays the positions or digits 118, 
120 and 122, but not the masked numbers 116. The game of Figs. 3A and 3B has 
removed the masked numbers 1 16 to reveal the player's award of 416, or the game of 
Figs. 3C and 3D has reached the point where the player has selected all three digits. 

15 The screen 140 also displays a paid display 138 and a simulated credit display 16. 
The paid display 138 indicates the award that the player has won by placing the 
masked numbers in the desired positions. The total credit display 16 displays the 
player's total awards or credits, which includes the additional amount generated by 
the recent award. The award displayed by the positions 118, 120 and 122 may be 

20 game credits or game credit multipliers. The game may be adapted so that the award 
represents other items of value, such as a number of picks from a prize pool. 

The game may reveal the masked numbers 1 16 all at once or one at a time. If 
revealed at different times, the game may reveal the masked numbers in the order that 
the player placed the numbers 116 in the positions (e.g., as the player places a 

25 number), from left to right, right to left, or in any other desired manner. If the game 
generates more masked numbers 1 16 than positions, the game may be adapted to 
reveal the unselected numbers 116 at this time or at any other time when the player 
can no longer select the number 116. Accordingly, the game may continue to display 
the masked numbers 1 16 or only the unselected masked numbers 1 16. if desired. 

30 The game may be adapted to add other features to the reveal sequence to 

enhance the player's enjoyment and excitement. For example, the game in one 
embodiment shows all three revealed numbers to the player somewhere on the display 
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device 30 or 32 before displaying which position the numbers belong to. The game in 
another embodiment audibly announces the generated numbers from the speakers 36 
before revealing their positions. Informing the player of the chosen numbers but not 
their positions enhances the player's anticipation. 

5 In one preferred embodiment, the award is formed by revealmg values in the 

positions or digits 118 through 122, as illustrated. The award is the number created 
and displayed on the display device 30 or 32. In another embodiment, the game 
performs a mathematical operation using the generated values. For instance, the game 
in one implementation multiplies 4 X 1 X 6 and provides the player an award of 24. 

10 The game may be adapted to employ any combination of addition, multiplication, 
subtraction or division to form the player's award. 

In a further embodiment, the award is formed through a combination of 
revealing values in the positions or digits and by performing a mathematical 
operation. For example, instead of displaying 416, the positions 118 through 122 

15 display 4, 3X and 6, respectively. In this embodiment, the game takes the 4 and 
places it in the ten's digit to form an amount of 46. The game then multiplies the 46 
amount by 3 to form the player's overall award. The game also preferably provides a 
suitable visual grouping display to show the player what is happening. The game 
could alternatively sUde the 6 into the ten's digit, assume a value such as zero for the 

20 one's digit, form the amount of 460 and multiply the 460 amount by 3 to determine 
the player's award. 

Referring now to Fig. 5, the schematic diagram illustrates various database 
embodiments that may be employed to reveal the player's award. In one preferred 
embodiment, the player's placement of the masked numbers 1 16 (Figs. 3 A and 3B) or 

25 selection of the digits (Figs. 3C and 3D) actually determines the award that is issued 
to the player in the paid display 138. That is, referring to Fig. 5, if the player would 
have placed the masked numbers 1 16 or selected digits in a different order, the game 
would have generated a different award such as 146, 164, 461, 614 and 641. In this 
embodiment, the game generates a value from a database for each masked number. 

30 Gaming device 10 may or may not be enabled to generate a number more than once. 
In one embodiment, the values are not weighted. 



16 



wo 03/015881 



PCT/US02/25038 



In another embodiment, the numbers or values are weighted, as illustrated by 
database 142. For each of the masked numbers "X," *'Y " and "Z " the game 
generates and assigns or associates one of the values 0 through 9 from the database 
142. The database 142 may also include multipliers or other mathematical modifiers 
5 as described above. 

In the database 142, it is more likely that the game generates and assigns the 0, 
1, 2 or 3 value to the masked numbers 1 16 (Figs. 3A and 3B) or to the digits (Figs. 3C 
and 3D) than the 4 through 9 values. With the database 142, it is more likely that the 
game generates and assigns the 4, 5 or 6 value to the masked numbers 116 than the 7 

10 through 9 values. The weighting percentages of the database 142 may be adapted to 
be weighted as desired by the implementor or not weighted at alL The implementors 
weight the database so that the resulting award is, on average, in accordance with the 
desired payout percentage of the gaming device 10. 

In another embodiment, the player's placement of the masked numbers 116 

15 (Figs. 3 A and 3B) or selection of the digits (3C and 3D) does not actually affect the 
award that is issued to the player in the paid display 138. That is, referring to Fig. 4, 
if the player would have placed the masked numbers 116 or selected the digits in a 
different order, the game would still have generated the same award, 416. In this 
embodiment, like the last, the game generates values from weighted or non-weighted 

20 databases or based on any suitable probabilities. This embodiment, however, includes 
maintaining different databases for different positions or digits. 

In Fig. 5, the hundred's position 118 has an associated database 144, the ten's 
position 120 has an associated database 146 and the one's position 122 has an 
associated database 148. Each database 144 through 148 preferably includes the 

25 values 0 through 9 and may also include multipliers or other mathematical modifiers 
as described above. The databases differ in the weighting of the different values. In 
the database 144, which is assigned or associated with the hundred's digit, it is most 
likely that the player obtains a hundred's digit of 0 through 3, second most likely that 
the player obtains a hundred's digit of 4 through 6 and least likely that the player 

30 obtains a hundred's digit of 7 through 9. It should be appreciated that this distribution 
is associated with the position 118 and is therefore independent of the particular 
masked number 116 that the player selects for the hundred's digit. 
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The weighting distribution is different for the tens digit 120, as illustrated by 
the database 146. Here, the middle values 4 through 6 are generated slightly more 
often than the lower or higher values. The higher values of 7, 8 and 9 each have a ten 
percent chance of being generated, while the lower values each have a less than ten 
5 percent likelihood of being generated. For the one's digit 122, the database 148 
weights the values 0 through 9 such that the highest values are most likely to be 
generated, the middles vales the second most and lowest values the least most likely 
to be generated. 

In the illustrated embodiment, it is thus more Hkely to receive a lower value in 
10 the hundred's position 1 18, a middle value, on average, in the ten's position 120 and a 
higher average value in the one's position 122. Different distributions can obviously 
be achieved in accordance with a desired payout percentage by varying the weightings 
of the individual databases. Each of the databases 142 through 148 is programmed 
and stored in the memory device 40 as is well known. One or more random number 
15 generators, which are also preferably stored as software code, generate numbers 
according to the desired weighting system. 

Generating Masked Numbers in a Bonus Game 
In one embodiment, the game provides a predefined number of masked 

20 numbers 116 (Figs. 3 A and 3B) or digits (Figs. 3C and 3D) and preferably three 
masked numbers 116 or digits. In one alternative embodiment, the game varies the 
number of masked numbers 1 16 or digits. Referring now to Fig. 6, one of the display 
devices 30 or 32 displays a screen 145 that has an initial generation sequence for 
determining how many masked numbers 116 (Figs. 3A and 3B) or digits (Figs. 3C 

25 and 3D) are used to form the player's award. The screen 145 displays four inputs 1 02 
though 108, which are designated to the player by their respective indicia or symbols, 
"A" through "D." The inputs 102 through 108 are each selectable choices, and the 
message 1 10 informs the player to pick one of them. 

The screen 100 can present any number of selectable inputs, such as inputs 

30 102 through 108, and is not limited to presenting four as illustrated. The selectable 
inputs in one embodiment are areas of a touch screen 50 (see Fig. 2) in 
communication with the processor 38 and a touch screen controller 52. The inputs 
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may alternatively be separate electromechanical input devices, mounted elsewhere on 
gaming device 10, which are in communication with the processor 38. A message 
1 10 is visually displayed, audibly displayed through speakers 36 or both. 

The inputs 102 through 108 are each associated with a quantity of the masked 
5 numbers 1 16 or digits, such as digits 1 18, 120 and 122, which are stored in an area of 
the memoTy device 40. The area of the memory device 40 having the quantity of 
masked numbers 116 or digits is illustrated here in phantom for purposes of 
describing the present invention. In the game, the player does not know the quantity 
of masked nimibers 1 16 or digits associated with any of the selectable inputs. 

10 To simplify the illustration, the screen 100 illustrates one embodiment, 

wherein the game randomly assigns a quantity of masked numbers 116 to each 
selectable input 102 through 108. It should be appreciated, however, that gaming 
device 10 may alternatively be adapted to assign a quantity of digits, such as the digits 
118 through 122, to the inputs 102 through 108. Each selectable input is randomly 

15 assigned a quantity of masked numbers 1 16 from a database or table (not illustrated), 
which is stored in the memory device 40. The database may be weighted such that a 
particular quantity or set of quantities is assigned more often than another quantity or 
set of quantities. This embodiment enables the game to reveal the quantities of the 
masked numbers 116 for the unselected inputs after the player chooses one of the 

20 selectable inputs 1 02 through 1 08. 

In another embodiment (not illustrated), the game does not assign a different 
, quantity of masked numbers 116 to each input 102 through 108; rather, the game 
randomly assigns a quantity to a particular game. That is, the game generates and 
displays the same quantity of masked numbers 116 no matter which input the player 

25 selects. In this embodiment, the game also picks from a database stored in the 
memory device 40 that may be weighted such that a particular quantity or set of 
quantities is assigned more often than another quantity or set of quantities. 

In one embodiment, the database is weighted so that it is more likely that the 
player generates a particular number of, such as three, masked numbers 116; The 

30 screen 145 illustrates that if the player selects either the "B" input 104 or the "D" 
input 108, the game displays three masked numbers 116 on the display device 30 or 
32. If the player selects the "A" input 102, the game only displays two masked 
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numbers 116, and if the player selects the "C" input 106, the game displays four 
masked numbers 116. For the reasons discussed below, the game preferably provides 
at least two masked numbers 116. As illustrated in this schematic example, when the 
player 1 14 picks the **B" input 104, the game generates three masked numbers 1 16. 

5 

Bonus Round Display 
The game as illustrated in Figs. 3 A through 6 does not resemble the known 
primary games of slot poker, keno or blackjack. Indeed, the embodiments illustrated 
to this point are preferably a bonus game which can be triggered by any of the above 
10 mentioned primary games or any other primary game. The bonus game preferably 
includes indicia and a theme in accordance with a theme of the base game. In one 
implementation, the theme of the game includes a mother kangaroos and baby 
kangaroos or joeys. 

The joeys can represent either masked numbers 116 or digits, e.g., digits 118 
15 thorough 122. In one implementation, the game is predefined to provide three joeys 
and three digits or positions. Another implementation employs the selectable inputs 
102 through 108, which are each mother kangaroos. Here, the player selects one of 
the mother kangaroos and a quantity associated with the selected input appears, e.g., 
the number "three," whereby this quantity of joeys are shown to come out of the 
20 selected mother kangaroo. 

In one implementation (Figs. 3A and 3B), the game asks the player to place 
the joeys on one of a plurality of predefined award positions or digits in the order that 
the player desires. In another implementation (Figs. 3C and 3D), the game asks the 
player to pick a joey digit to reveal a number of the player's award. Once the joeys 
25 are picked, the joey digits each reveal a number and collectively form the player's 
award. If one of the joeys reveals a multipUer or a mathematical modifier instead of a 
value, the multiplier multiplies an award formed by the values fi'om the remaining 
joeys. 

30 Player Selectable Awards in Combination With Slot 

Referring now to Fig, 7, a screen 150 illustrates an embodiment wherein the 
player selectable award of the present invention is incorporated into the base or 

20 
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primary game of slot. One of the display devices 30 or 32 displays the reels 34 and a 
plurality of paylines 56 having the functions as described above in connection with 
Figs. lA and IB. The screen 150 also includes other well known selectable touch 
screen areas, such as the select lines input 152, bet per line input 154 and max bet 
5 input 156, The screen 150 further includes well known indicators, such as the total 
credit display 16, 

The select lines input 152 enables the player to pick whether to play one, two 
or three paylines 56. The slot machine of the present invention may be adapted to 
have any number of paylines 56 and typically has one, three, five, nine, fifteen or 

10 twenty-five paylines 56. The bet per line input 154 enables the player to wager a 
desired amount of coins or tokens on the desired number of paylines. The slot 
machine of the present invention may be adapted to allow the player to wager any 
amount of corns or tokens per payline and in one preferred embodiment allows the 
player to wager up to five coins per payline. The max bet input 156 is a convenience 

15 input that enables the player to play the maximum amount of coins or tokens on all 
available paylines upon a single input by the player. 

The screen 150 also includes the positions or digits 118 through 122 having 
the functions as described above in connection with Figs. 3A through 6. The slot 
embodiment may be adapted to provide any number of positions, not just three, and 

20 the number of positions may vary randomly or according to a preset program. In the 
illustrated embodiment, as above, the game provides three positions or digits, so that 
the player's "jackpot" award has three digits, even if one or both the first two digits 
are zero. 

In connection with the slot game, the present invention operates substantially 
25 as described above. The main difference is in how the game generates the masked 
numbers 1 16. Instead of generating the masked numbers 1 16 all at once, the slot base 
game generates the masked numbers 116 intermittently according to the number of 
masked numbers 116 that the implementors place on the reels 34, the rules of the 
game, the player's wager and luck. 
30 The implementors dispose masked numbers 1 16 on the reels 34 to achieve the 

desired payout percentage of the game. One, a plurality of or all the reels may include 
masked numbers 116. Each of the reels having masked numbers 1 16 may be adapted 

21 
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to have one or a plurality of the masked numbers 1 16. The game may be adapted to 
require the player to generate a masked number for use with the jackpot award: (i) on 
an active payline; (ii) on an active payline having max coins wagered; (iii) when all 
paylines are active; or (iv) when the player plays max coins. The game may 
5 alternatively provide a masked number 116 anytime the game generates one anywhere 
on the reels 34. 

The player selectable award of the present invention can be combined with the 
base game of slot in many different ways. As indicated by the visual, audio or 
audiovisual message 158, in one implementation the player must place an "X " "Y" 

10 and "Z" masked number 1 16 in the positions 118, 120 and 122, as before, to win the 
jackpot award. If the player generates the "X" a number of times in a row, the 
subsequent generations after the first generation do not help the player win the 
jackpot. In this implementation, the game may be adapted to associate a value 
database with the masked numbers 1 16 or the positions 1 18 through 122, as described 

15 in connection with Fig. 6. 

In another implementation, the reels 34 contain masked numbers 116 having 
the same indicia. That is, instead of *%" "Y" and "Z," the numbers 116 have only 
"X" or some other desired indicia. The player places the masked numbers 1 16 in the 
positions or digits as before. Here, the game preferably assigns a value and thus a 

20 value database to the position or digit 118, 120 or 122 with which the player places 
the number 116. 

In a fiirther alternative embodiment, which coincides with the disclosure in 
connection with Figs. 3C and 3D, one or more of the reels 34 contains a symbol that 
enables the player to select one of the digits or positions 118 through 122. One or 

25 more players select the digits until each have been selected. 

In any implementation, the game may reveal the masked numbers 1 16 or digit 
selections as the player places them or altematively after each position has been 
selected or has a masked number. If revealed all at once, the game may be further 
adapted to allow the player a chance to rearrange the selection a limited or unlimited 

30 number of times before revealing the award. In this rearrangement, the game would 
flip flop a non-revealed number placed on one position with a non-revealed number 
placed on another position. The game would provide a "keep it" or select button (not 
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illustrated), which would enable the player to send a signal to the processor 38 that the 
current positioning is satisfactory and to reveal the award as selected. 

The award in the slot machine embodiment is a secondary or "jackpot" award. 
The slot machine game generates other base game awards according to a paytable of 

5 winning combinations of the symbols presented by the reels 34. The player selectable 
award of the present invention, which is m the nature of a bonus or extra award, is 
likely to be a relatively large award in relation to the base game awards to attract 
players and to increase the fun and excitement associated with the gaming device 10. 
Large, one time or intermittent awards of this type are often termed jackpot awards. 

10 The player selectable award as described in connection with the base game of 

slot is a persistent award, that is, it takes a series of games or a period of time before a 
player wins the award. That is, the positions or digits 1 18 through 122 preferably do 
not zero out when a player cashes out by selecting the cash out button 26. If a first 
player generates the "Z" and the "X" and leaves the gaming device 10 before 

1 5 generating the "Y" and the jackpot award, a second player stands in the first player's 
place (only needs the "Y") upon beginning play. The award may also be progressive 
""and be funded by a percentage, e.g., ten percent, of each wager. 

It should be appreciated that the base games of blackjack, poker and keno may 
be modified to include the player selectable award feature of the present invention. In 

20 either of the card base games of poker and blackjack, designated face cards or cards 
having other indicia interspersed among the face cards are used as the masked 
symbols 116. In the base game of keno, designated numbers or other indicia 
interspersed among the keno numbers are used as the masked symbols 1 16. 

25 Award Modifications 

The game of the present invention, in any of the embodiments previously 
described, includes modifying the player's award. In one embodiment, the gaming 
device randomly determines when to modify the player's award. In another 
embodiment, the gaming device modifies the player's current award when the current 
30 award is less than the expected value. 

In another embodiment, gaming device 10 provides the award modification as 
an option. That is, after placing masked numbers 116 in the positions or digits 118 
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through 122 (Figs. 3A and 3B) or selectbg each of the digits (3C to 3D), and 
revealing the corresponding award, the game provides an opportunity or option to the 
player to change or keep the award. This option may be randomly generated and 
presented to the player from time to time or, in one embodiment, the game generates 
5 the option after each original award generation. 

Referring now to Fig. 8, a screen 160 generally illustrates the award 
modification option of the present invention. In this screen, the game has generated 
the award of 416 but has yet to dov^load or pay the award to the player, whereby the 
paid display 138 would display the award, and the total credit display 16 would 

10 update accordingly. The option includes a suitable visual, audio or audiovisual 
message 162 inquiring whether the player wishes to modify the original award before 
it issues. The option also includes a modify input 164 and keep input 166, which are 
preferably simulated areas of a touch screen 50. 

If the player elects to keep the original award by selecting the keep input 166, 

15 the game provides it to the player and game play resiunes. If the player elects to 
modify the award by selecting the modify input 164, the game in one embodiment 
randomly generates one of a number of different modification methods. The random 
selection of a modification method also applies to embodiments wherein modification 
is not an option and instead occurs randomly or based on an expected value. 

20 Since the different methods have substantially different potential outcomes, 

the method generation is preferably weighted, although it does not have to be. 
Generally, the more drastically the original award may change due to a modification 
method, the less likely it is that the game generates that modification method. 

The modification methods includes the following: (i) an award rearrangement 

25 or scramble using existing numbers or digits; (ii) a complete regeneration; (iii) an 
addition of a digit to the original award; (iv) a removal of a digit from the original 
award; and (v) a multiplication of the original award. Each of these modification 
methods is discussed in turn below. Alternative implementations of the award 
modification embodiment include any combination of less than all of the modification 

30 methods. 

In the kangaroo/joey theme described above, in one implementation, three 
joeys or masked numbers 1 16 appear from the mother kangaroo. The player orders 
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the joeys, and the game reveals an award and an award modification option. In one 
implementation, the game provides an area of the touch screen 50 which is associated 
with a displayed help button. When the player presses the help button (not 
illustrated), the display 30 or 32 provides a help screen (not illustrated) that explains 
5 each of the modification methods, i.e., the potential awards and losses associated with 
each method. If the player chooses to modify the award, another joey or theme 
related symbol spears from the mother kangaroo and reveals which modification 
option the player has drawn. 

Referring now to Fig. 9, a screen 170 displays the award rearrangement or 

10 scramble modification method of the present invention, wherein one of the display 
devices 30 or 32 displays the original award of 416 in the positions or digits 118 
through 122. It should be appreciated that the rearrangement option of the present 
invention may be an option for the bonus and base game embodiments disclosed 
above in connection with the player selectable awards. It may also be an option for 

15 any award generated via the gaming device 10 and is not limited to the player 
selectable awards as herein described. The digits or positions 118 through 122 are, 
however, helpful in describing the option. 

The game provides the scramble modification method to the player according 
to a predefined or varying probability stored in the memory device 40, Since the 

20 scramble modification method maintains the order of magnitude of the player's award 
(i.e., such as a three digit award) and may result in a higher or lower award (i.e. which 
results from the change in the order of the numbers in the award positions), this 
method is generated relatively often. The game can alternatively predefine this option 
to result from the occurrence of some game event, such as a particular combination of 

25 slot symbols, face cards or other event. 

The scramble modification option enables the player to flip-flop or scramble 
the digits, i.e., change the order of the digits in th^ award. The scramble works in one 
of two primary ways. Assuming the award has three digits (even if the first and 
second digits are zero), the game either randomly selects from all six combinations of 

30 three digits, including the player's cunrent award, or, from the five remaining 
combinations besides the current award. That is, if the player decides to risk the 
award, the game generates a different award, for better or worse. In the above 
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example, the player risking an award of 416 might obtain an award of 146, 164, 461, 
614 or 641 . In the other implementation, the player might also receive 416 again. In 
either case, the game in one implementation evenly weights each possibility. 

In the screen 170 of Fig. 9, when the player 114 selects the modify input 164, 
5 the game displays a suitable symbol or message 172 indicating that the scramble 
modification method has been generated. The game thereafter scrambles or 
rearranges the original award and forms a new award of 614. The new award is in 
one embodiment immediately downloaded to the paid display 138. In an alternative 
embodiment, the scramble modification method may be adapted to provide multiple 

1 0 rearrangement opportunities. In a further alternative embodiment, the game may be 
adapted to repeat the entire option process a predetermined number of times. 

As described above, the player selectable award is preferably at least two and 
most preferably at least three digits. It should be ^predated that the award 
rearrangement option is inapplicable to an award of a single digit. The award 

15 rearrangement option is too simple for an award having two digits. Players would 
generally choose to rearrange an award of 19 to try to obtain an award of 91 and at the 
worst wind up with an award of 19 unless a related consolation award was less than 
the award of 19. Four digits provides a significant nimiber of combinations for the 
player to understand and also requires a relatively substantial award. Therefore, the 

20 rearrangement option is preferably applied to a three digit award, 

In an alternative embodiment, the game does not provide an option and instead 
automatically scrambles or rearranges the award when the expected value of the digits 
of the current award exceed the current award, i.e., when the smart play is to exercise 
the rearrangement option. Using the implementation wherein the game selects only 

25 from the different permutations of the player's award, in the example where the game 
generates an award of 416, the expected value after rearranging the award is (146 + 
164 + 461 + 614 + 641) / 5 = 405.2. Thus, even though three out of five results 
increase the current award of 416, the smart play is to keep the 416 award. The game 
in the auto-rearrange embodiment therefore does not rearrange the player's award. In 

30 this situation, the game may be adapted inform the player that the smart play is to 
keep the current award, but that the player may rearrange at the risk of obtaining a 
lower award. 
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In another alternative embodiment, gaming device 10 automatically and 
randomly rearranges the player*s award. Gaming device 10, for example, may be 
adapted to rearrange the player's award on average once every ten games, wherein a 
random generation software generates a rearrangement using the weighted 
5 distribution. 

Referring now to Fig. 10, a screen 180 displays the award regeneration option 
method of the present invention, wherein one of the display devices 30 or 32 displays 
the award of 416 in the award positions or digits 118 through 122. It should be 
appreciated that the regeneration option of the present invention may be an option for 
10 the bonus and base game embodiments disclosed above in connection with the player 
selectable awards. 

The game provides the regeneration method to the player according to a 
predefined or varying probability stored in the memory device 40. Since the 
regeneration method maintains the order of magnitude of the player's award and may 

15 result in a higher or lower award, this method is generated relatively often. The game 
can alternatively predefine this option to result from the occurrence of some game 
event, such as a particular combination of slot symbols, face cards or other event. 

The regeneration option enables the player to obtain a completely new set of 
digits, i.e., the new award is not constrained to have the same numbers as the old 

20 award. The regeneration in one embodiment includes randomly picking a number 
from zero to nine for each of the positions 118, 120 and 122, wherein each number 
has an equal chance of generation. This option can be favorable for the player who 
has an original award with low numbered digits or a detriment to the player with a 
high original award. 

25 In the screen 180 of Fig. 10, when the player 1 14 selects the modify input 164, 

the game displays a suitable symbol or message 182 indicating that the regeneration 
modification method has been generated. The game thereafter regenerates the 
original award and forms a new award of 256. The new award is in one embodiment 
immediately downloaded to the paid display 138. In an alternative embodiment, the 

30 regeneration modification method may be adapted to provide multiple regeneration 
opportunities. In a further alternative embodiment, the game may be adapted to 
repeat the entire option processes a predetermined number of times. 

27 
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In another alternative embodiment, gaming device 10 automatically and 
randomly regenerates the player's award. Gaming device 10, for example, may be 
adapted to randomly regenerate the player's award on average once every ten games. 
Further alternatively, gaming device 10 may be adapted to regenerate the player's 
5 award whenever the award falls below a predefined threshold. 

Referring now to Fig. 11, a screen 190 displays the add digit modification 
option method of the present invention, wherein one of the display devices 30 or 32 
displays the award of 416 in the positions or digits 118 through 122. It should be 
appreciated that the add digit option of the present invention may be an option for the 
10 bonus and base game embodiments disclosed above in connection with the player 
selectable awards. 

The game provides the add digit method to the player according to a 
predefined or varying probability stored in the memory device 40. Since the add digit 
method changes the order of magnitude of the player's award (i.e., the number of 

15 digits in the award) and can only increase the original award, this method is 
infi-equently generated. The game can alternatively predefine this option to result 
from the occurrence of some game event, such as a particular combination of slot 
symbols, face cards or other event. 

The add digit method enables the player to obtain an extra digit, i.e., the new 

20 award has the same numbers in the same order as the old award, plus the new award 
has an extra digit. The add digit method in one embodiment includes randomly 
picking either the number zero or five and appending it to the right end or one's digit 
of the original award. The add digit method may be adapted to generate and add any 
number, zero to nine, in any one of the one's, ten's, hundred's or thousand's digits. 

25 The additional number generated obviously has less significance as it is placed in 
lower digits. It can be seen that this option is highly desirable for the player 
regardless of the size of the original award. 

In another alternative embodiment, gaming device 10 automatically and 
randomly (as opposed to an option) adds a digit to the player's award. Gaming device 

30 10, for example, may be adapted to add a digit upon the player's placement of a 
masked number 116 (Figs. 3 A and 3B) or selection of a digit, e.g., digits 118 through 
122 (Figs. 3C and 3D), 
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In the screen 190 of Fig. 1 1, when the player 1 14 selects the modify input 164, 
the game displays a suitable symbol or message 192 indicating that the add digit 
modification method has been generated. The game thereafter adds a number (here, 
either a zero or five) to a digit (here, the one's digit). The game randomly generates 
5 the number five and displays it in the new position or digit 194 to form a new award 
of 4165. The new award is in one embodiment immediately downloaded to the paid 
display 138. In an alternative embodiment, the game may be adapted to repeat the 
entire option processes a predetermined number of times. 

Referring now to Fig. 12, a screen 200 displays the subtract digit modification 
10 option method of the present invention, wherein one of the display devices 30 or 32 
displays the award of 416 in the positions or digits 118 through 122. It should be 
appreciated that the subtract digit option of the present invention may be an option for 
the bonus and base game embodiments disclosed above in connection with the player 
selectable awards. 

15 The game provides the subtract digit method to the player according to a 

predefined or varying probability stored in the memory device 40. Since the subtract 
digit method changes the order of magnitude of the player's award (i.e., the niunber of 
digits in the award) and can only decrease the original award, this method is 
infi-equently generated. The game can alternatively predefine this option to result 

20 firom the occurrence of some game event, such as a particular combination of slot 
symbols, face cards or other event. 

The subtract digit method removes a digit fi-om the player's original award, 
e.g., the new award has two out of the three original numbers in the same order as the 
old award. The subtract digit method in one embodiment includes eliminating the 

25 lowest number firom the original award. The subtract digit method may however be 
adapted to randomly eliminate any number fi-om the original award. The actual 
number eliminated has less significance than the fact that the player's award is losing 
an order of magnitude. It can be seen that this option is highly undesirable for the 
player. 

30 In the screen 200 of Fig. 12, when the player 1 14 selects the modify input 164, 

the game displays a suitable symbol or message 202 indicating that the subtract digit 
modification method has been generated. The game thereafter subtracts a number 
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(here, the lowest number). The game eliminates the number one displayed by the 
former position 120 (Fig. 8) and displays the new award of 46, which is the 
combination of the numbers displayed by the remaining positions 118 and 122. The 
new award is in one embodiment immediately downloaded to the paid display 138. In 

5 an alternative embodiment, the game may be adapted to repeat the entire option 
processes a predetermined number of times. 

In another aUemative embodiment, gaming device 10 automatically and 
randomly (as opposed to an option) subtracts a digit from the player's award. Gaming 
device 10, for example, may be adapted to subtract a digit upon the player's 

10 placement of a masked number 116 (Figs. 3A and 3B) or selection of a digit, e.g., 
digits 1 1 8 through 122 (Figs. 3C and 3D). 

Referring now to Fig. 13, a screen 210 displays the multiply modification 
option of the present invention, wherein one of the display devices 30 or 32 displays 
the award of 416 in the positions or digits 118 through 122. It should be appreciated 

15 that the multiply option of the present invention may be an option for the bonus and 
base game embodiments disclosed above in connection with the player selectable 
awards. 

The game provides the multiply method to the player according to a 
predefined or varying probability stored in the memory device 40. Since the muhiply 

20 method may change the order of magnitude of the player's award and can only 
increase the original award, this method is intermediately generated. The game can 
alternatively predefine this option to resuU from the occurrence of some game event, 
such as a particular combination of slot symbols, face cards or other event. 

The muhiply method generates a multiplier and multipHes this number by the 

25 player's original award to form a new award. The multiply method in one 
embodiment includes randomly generating either a 2X or a 3X multiplier. The 
multiply method may however be adapted to randomly generate any multiplier from a 
weighted or non-weighted table of multipHers. It can be seen that this option is 
desirable for the player. 

30 In the screen 202 of Fig. 13, when the player 1 14 selects the modify input 164, 

the game displays a suitable symbol or message 212 indicating that the multiply 
modification method has been generated. The game thereafter generates a multiplier 
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(here, a 2X or 3X multiplier), and thereby multiplies the original award. The game 
generates a 3X multiplier 214 and multiplies the original award of 416 by three. The 
result of 1248 is displayed by and downloaded to the paid display 138. In an 
alternative embodiment, the game may be adapted to display the product in another 
5 area of the screen 210, not download the result to the paid display 138 and repeat the 
entire option processes a predetermined number of times. 

In another alternative embodiment, gaming device 10 automatically and 
randomly (as opposed to an option) multiplies the player's award. Gaming device 10, 
for example, may be adapted to multiply the player's award upon the placement of a 
10 masked number 1 16 (Figs. 3 A and 3B) or selection of a digit, e.g., digits 1 1 8 through 
122 (Figs. 3C and 3D). In such a case, the player places an additional masked number 
1 16 or reselects a digit, so as not to replace a digit or order of magnitude of the award 
with a multiplier. 

While the present invention is described in connection with what is presently 
15 considered to be the most practical and preferred embodiments, it should be 
appreciated that the invention is not limited to the disclosed embodiments, and is 
intended to cover various modifications and equivalent arrangements included within 
the spirit and scope of the claims. Modifications and variations in the present 
invention may be made without departing firom the novel aspects of the invention as 
20 defined in the claims, and this application is limited only by the scope of the claims. 
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CLAIMS 

The invention is claimed as follows: 

1 . A gaming device comprising: 
a display device; 

5 an original award having a plurality of digits displayed by the display device; 

and 

a processor which communicates with the display device, which rearranges the 
digits of the original award, which causes the display device to display said 
rearranged award and which provides the rearranged award to a player, 

10 

2. The gaming device of Claim 1, wherein said rearrangement of said 
digits is one of a plurality of modifiers of said digits. 

3. The gaming device of Claim 2, which includes a modify input which 
15 communicates with the processor, wherein the digits are rearranged upon a player's 

selection of the modify input. 

4. The gaming device of Claim 1, wherein the processor rearranges the 
digits when an expected value associated with the digits in the original award exceeds 

20 the original award. 

5. The gaming device of Claim 1, wherein the processor randomly 
determines when to rearrange the digits based on a probability stored in a memory 
device accessed by the processor, 

25 

6. The gaming device of Claim 1, which includes a plurality of player 
selectable positions displayed by the display device, wherein the processor enables the 
player to select the positions, associates digits with the player's selection of the 
positions and determines the original award based on an order of the digits associated 

30 with the positions. 

7. The gaming device of Claim 1, which includes a plurality of masked 

32 
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digits displayed by the display device, wherein the processor enables the player to 
arrange at least two of the masked digits in an order, and the original award is based 
on the order of the masked digits arranged by the player. 

5 8. The gaming device of Claim 1, which includes a plurality of selections 

displayed by the display device, wherein the processor associates digits with said 
selections, and which enables a player to associate selections with a one's digit, a 
ten's digit and a hundred's digit of the original award provided to the player. 

10 9. A gaming device comprising: 

a display device; 

an original award having a plurality of digits displayed by the display device; 

and 

a processor which communicates with the display device, which adds a new 
15 digit to the original award, displays a new award including said new digit and 
provides the new award to a player. 

10. The gaming device of Claim 9, wherein said addition of said digit is 
one of a plurality of modifiers of said digits. 

20 

1 1 . The gaming device of Claim 10, which includes a modify input which 
communicates with the processor, wherein the new digit is added to the original 
award upon a player's selection of the modify input. 

25 12. The gaming device of Claim 9, wherein the processor randomly 

determines to when add a new digit to the original award based on a probability stored 
in a memory device accessed by the processor. 

13. The gaming device of Claim 9, which includes a plurality of player 
30 selectable positions displayed by the display device, wherein the processor enables the 
player to select the positions, associates digits with the player's selection of the 
positions and which determines the original award based on an order of the digits 
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associated with the positions. 

14. The gaining device of Claim 9, which includes a plurality of masked 
digits displayed by the display device, wherein the processor enables the player to 

5 arrange at least two of the masked digits in an order, and the original award is based 
on the order of the masked digits arranged by the player. 

15. The gaming device of Claim 9, which includes a plurality of selections 
displayed by the display device, wherein the processor associates digits with said 

10 selections, and which enables a player to associate selections with a one's digit, a 
ten's digit and a hundred's digit of the original award provided to the player. 

16. A gaming device comprising: 
a display device; 

15 an original award having a plurality of digits displayed by the display device; 

and 

a processor which communicates with the display device, which removes a 
digit from the original award, displays a new award without the removed digit and 
provides the new award to a player. 

20 

17. The gaming device of Claim 16, wherein said removal of said digit is 
one of a plurality of modifiers of said digits. 

18. The gaming device of Claim 17, which includes a modify input which 
25 communicates with the processor, wherein the digit is removed from the original 

award upon a player's selection of the modify input. 

19. The gaming device of Claim 16, wherein the processor randomly 
determines when to remove the digit from the original based on a probability stored in 

30 a memory device accessed by the processor. 

20. The gaming device of Claim 16, which includes a plurality of player 

34 
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selectable positions displayed by the display device, wherein the processor enables the 
player to select the positions, associates digits with the player's selection of the 
positions and determines the original award based on an order of the digits associated 
with the positions. 

5 

21. The gaming device of Claim 16, which includes a plurality of masked 
digits displayed by the display device, wherein the processor enables the player to 
arrange at least two of the masked digits in an order, and the original award is based 
on the order of the masked digits arranged by the player. 

10 

22. The gaming device of Claim 16, which includes a plurality of 
selections displayed by the display device, wherein the processor associates digits 
with said selections, and which enables a player to associate selections with a one's 
digit, a ten's digit and a hundred's digit of the original award provided to the player. 

15 

23. A gaming device comprising: 
a display device; 

a processor that communicates with the display device; 

an original award including a plurality of digits displayed by the display 

20 device; 

a plurality of award modification methods which are adapted to modify at least 
one of the digits of the original award; and 

a player selectable modify input which communicates with the processor, an 
activation of which initiates one of the award modification methods selected fix)m the 
25 plurality of award modification methods. 

24. The gaming device of Claim 23, wherein the award modification 
method includes a rearrangement of the digits of the original award. 

30 25. The gaming device of Claim 23, wherein the award modification 

method includes an award regeneration fix>m numbers used to form the original 
award. 
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26, The gaming device of Claim 23, wlierein the award modification 
method includes adding a digit to the original award. 

5 27. The gaming device of Claim 23, wherein the award modification 

method includes subtracting a digit from the original award. 

28. The gaming device of Claim 23, wherein the award modification 
method includes muhiplying the original award by a number. 

10 

29. A gaming device comprising: 
a display device; 

an original award including a plurality of digits displayed by the display 

device; 

1 5 a plurality of award modification methods which are adapted to modify at least 

one of the digits of the original award; and 

a processor that communicates with the display device and randomly initiates 
one of the modification methods selected from the plurality of modification methods. 
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AMENDED CLAIMS 

[Received by the International Bureau on 18 December 2002 ( 18.12.02): 
original claims 1-29 unchanged; new claims 30-31 added ( 1 page)] 

26. The gaming device of Claim 23, wherein the award modificatloa 
method includes adding a digit to the original award. 

27. The gaming device of Claim 23, wherein the award modification 
5 method includes subtracting a digit from die original award. 

28. The gaming device of Claim 23, wherein the award modification 
method includes multiplying the original award by a number. 

10 29. A gaming device comprising: 

a display device; 

an original award mcludmg a plurality of digits displayed by the display 

device; 

a plurality of award modification methods which are adapted to modify at least 
1 5 one of the digits of the original award; and 

a processor that communicates with the display device and randomly initiates 
one of the modification methods selected from the plurality of modification methods. 

30. A gaming device comprising: 
20 a display device; 

an original award represented by a plurality of individual digits displayed by 
the display device; and 

a final award provided to a player, said finaJ award including a modification of 
the digits of the original award displayed by tlie display device, wherein the 
25 niodification of the original award is selected from the groi^ consisting of a 

rearrangement of at least two of the digits of the original award, an addition of a digit 
to the digits of the original award, a removal of one of the digits of die origmal award, 
and a modification of at least one of the digits of the original award. 

30 31. The gaming device of Claim 30, wherein the modification of the digits 

of die original award is randomly determined. 



37 

AMENDED SHEET (ARTICLE 19) 



wo 03/015881 



PCT/US02/25038 



1/11 




wo 03/015881 



PCT/US02/25038 



2/11 




wo 03/015881 



PCTAJS02/25038 



3/11 



FIG. 2 



38 



12.14 



46- 



48 



4.0 



RAM 



ROM 



54 



PROCESSOR 



VIDEO 
CONTROLLER 



COIN/BILL 
ACCEPTOR 



INPUT 
DEVICES 



Lf" 



DISPLAY 
DEVICES I / 



30,32 



SOUND 
CARD 



1„ 



SPEAKERS 



36 



TOUCH SCREEN 
CONTROLLER 



TOUCH SCREEN 




52 
50 



wo 03/015881 



PCT/US02/25038 



4/11 



FIG.3A 



30,32 



130 



116 




116 



h 



116 




h 




118 




12(H 



122- 



AWARD AWARD AWARD 

POSITION POSITION POSITION 



FIG.3B 



132 



134 



136 



130 



SELECT A MASKED 
NUMBER FOR THE 
HUNDRED'S POSITION 



SELECT A MASKED 
NUMBER FOR THE 
TEN'S POSITION 



30,32 



SELECT A MASKED AWARD 
NUMBER FOR THE POSITION 
ONE'S POSITION 





114 



AWARD 
POSITION 




AWARD 
POSITION 



wo 03/015881 



PCT/US02/25038 



5/11 

FIG.3C 



80 



82 

^ICK THE FIRST DIGIT 
OF YOUR AWARD 



118 


120 


122 








HUNDRED'S 




TEN'S 




ONE'S 


DIGIT 




DIGIT 




DIGIT 



FIG.3D 



90 



118 



HUNDRED'S 
DIGIT 



120 



4H- 




GOOD GOING, YOU ADDED NINETY 
CREDITS TO YOUR AWARD, NOW PICK 
SOME MORE HIGH NUMBERS FOR THE 

HUNDRED'S AND THE ONE'S DIGIT 



wo 03/015881 



PCTAJS02/25038 



6/11 

FIG. 4 



30,32 



140 



118 


120 


122 


4 




1 




6 



138 



It 



16 



416 



FIG. 6 



145 

PICK 
ONE OF 
A,B,C OR D 

r 

no 



102 


104 


106 








K 




B. 













30,32 
108 

D. 



/ 114 

( 2 3 p (4 ) 



40 



X 



7^ 
116 



118 



116 120 

^ 



z 



40 



116 



40 



122 



wo 03/015881 



PCTAJS02/25038 



7/11 




wo 03/015881 



PCTAJS02/25038 



8/11 



FIG.7 



30,32 



158 



LACE AN X, Y AND Z TO WIN THE JACKPOT 



150 



118 



120 



122 

la 



(!>■■-- 



(D 



34 






SELECT 
LINES 



7^ 



34 





34 



116 



34 








&j^F»— 



BET PER 
LINE 



152 



154 



MAX 
BET 

156 



34 




16 




3' 



wo 03/015881 



PCTAJS02/25038 



9/11 

FIG. 8 



30,32 



160 



118 



4 



120 



1 



162 

WOULD YOU LIKE TO MODIFY 
THIS AWARD BEFORE IT ISSUES? 



122 



6 



138 



16 



MODIFY 
164 



OR 



KEEP 



166 



FIG. 9 



30,32 



170 



172 



SCRAMBLE 

138- 




118 


120 


122 


6 




1 




4 




114 





MODIFY 



OR 



614 



164 



KEEP 



166 



16 



wo 03/015881 



PCT/US02/25038 



10/11 



FIG. 10 



30,32 



180 


118 


120 


122 








5 




CD 



182-) 

4^EGEN 



114 




MODIFY 



OR 



KEEP 



138- 



164 166 



256 



It 



16 



FIG. 11 



30,32 



190 118 120 122 194 

— . , ^ . ^ . In. 



192 

1 



4 16 5 



DD DIGIT 

138-^ 

4165 



114 




MODIFY 



OR 



KEEP 



164 166 



16 



wo 03/015881 



PCT/US02/25038 



11/11 



FIG. 12 



30,32 



200 118 

^ 



4 6 



122 



202 

Subtract 

DIGT 

138-^ 

1 46 



114 




MODIFY 



OR 



164 



KEEP 



166 



PL 



16 



FIG. 13 




INTERNATIONAL SEARCH REPORT 



Internationa) application No. 
PCT/US02/25038 



A. CLASSIFICATION OF SUBJECT MATTER 

IPC(7) : A63F 13/00, 9/24; G06F 17/00, 19/00 
USCL : 463/25,20,21,22 
According to International Patent Classification (IPC) or to both national classification and IPC 

B. FIELDS SEARCHED 



Minimum documentation searched (classification system followed by classification symbols) 
U.S. : Please See Continuation Sheet 



Documentation searched other than minimum documentation to the extent that such documents arc included in the fields searched 



Electronic data base consulted during the international search (name of data base and, where practicable, search terms used) 
EAST 



DOCUMENTS CONSIDERED TO BE RELEVANT 



Category * 


Citation of document, with indication, where appropriate, of the relevant passages 


Relevant to claim No. 


X,P 


US 6.413,161 Bl (BAERLOCHER et al.) 02 July 2002 (02.07.2002), see the entire 
refel'ence. 


16-23. 27, 29 


Y,P 


1-8, 24. 25 


X 
X, P 
Y,P 


US 6. 142,873 A (WEISS ct al.) 07 November 2000 (07. 1 1 .2000), column 3, line 19 to 
column 5, line 15; and Figures 1-5. 

US 6,328.649 Bl (RANDALL et al.) 11 December 2001 (11.12,2001). column 2. iine4l to 
column 9. lines 52; and figures 1-7, 


23. 28. 29 
23. 28, 29 
9-15. 26 


X,P 

Y 
Y, E 


US 6.334,814 Bl (ADAMS) 01 January 2002 (01.01.2002), column 1, line 59 to column 9, 
line 41; and Figures 1-S. 

US 4.978,129 A (KOMEDA ci al.) 18 December 1990 (18.12.1990), column I, line 18 to 
column 5. line 49; and Figures 1-5. 

US 6.439.995 Bl (HUGHS-BAIRD ct al.) 27 August 2002 (27.08.2002), column2. line 30 
to column 14, line 24; and Figures 1-8. 


23, 28 
U8, 23-25.29 
1-8. 23. 29 



I I Further documents are listed in the continuation of Box C. | | See patent family annex. 



* Sfitcial categories of cited documents: 

'A" document denning the general state of the an which is not considered to be 
of particular relevance 

~E" earlier application or patent published on or after the iruemational filing date 

"L* documeni which may throw doubts on priority claim(s) or which is cited to 
establish the pid)lication date of another citation or uCicr special reason (as 
specified) 

"O* document referring to an oral disclosure, use. exhibition or other means 

*P" document published prior to the international filing date but later than the 
priority date clainned 



later document published after the inicnuilonal filing date or priority 
date and not in conflict with the application but cited to understand the 
principle or theory underlying the invention 

document of panicular relevance: the claimed invention cannot be 
considered novel or cannot be considered to involve an inventive step 
when the document is taken alone 

document of panicular relevance; the claimed invention cannot be 
considered to involve an inventive sup when the document is 
combined with one or more odier such documents, such combination 
being obvious to a person skilled in the an 

document member of the same patent family 



Date of the actual completion of the international search 
27 September 2002 (27.09.2002) 


Date of mailing of the international search report 


Name and mailing address of the ISA/US 

Conunissioner of Patents and Trademarks ' 
Box PCT 

Washington, D.C. 20231 

Facsimile No. (703)305-3230 


Authorized officer ^^^^^JLj/^/^^^maJ^ 
^^lencia Martin-Wallace : V ff. 
Telephone No. 703-308-0858 



Form PCT/ISA/210 (second sheet) (July 1998) 



INTERNATIONAL SEARCH REPORT 



PCT/US02/25038 



Continuation of B. FIELDS SEARCHED Item 1: 

463/25, 20. 2K 22. 16, 17. 18, 19. 23, 24, 26-31, 34-37 
273/143R, 138.1 



Form PCT/ISA/210 (second sheet) (July 1998) 



